Description 
VIDEO GAME SYSTEM USING TRADING CARDS 



Technical Field 

This invention relates generally to video game 
systems, and more specifically concerns a video game system in 
which trading cards are used in the playing of the video game. 

Background of the Invention 

Video games are well known in the home entertainment 
industry. Within this general field, there exists numerous 
interactive sports games, including baseball, football, 
basketball, soccer and other sports, and a large number of 
fantasy and adventure games . 

The "rules" governing the play of such video games, as 
well as the characteristics, abilities and other features of each 
of the characters in the games, are maintained in the software 
control system portion of the game . The characters include 
actual sports and action figures as well as fantasy figures. The 
software control system controls a display, such as a TV monitor, 
as the game is played. Typically, the characteristics of the 
individual characters (whether they be actual characteristics or 
fantasy) are established in the software and cannot be changed. 

Board games are also well known in the home 
entertainment industry. The individual characters used in board 
games have certain well-defined characteristics which are set 
forth in the rules of the game. The characters are moved about 
in accordance with a roll of the dice, a spinner or similar 
element. The capabilities of the characters cannot be changed by 
the players . 

Trading cards are another well-known entertainment 
medium; trading cards typically feature sports figures, but can 
certainly include characters in other fields as well, including 
fictional/fantasy characters such as Pokemon characters. Trading 
cards typically contain information about the actual sports 
figure or other character featured on the cards. The value of 



trading cards is dependent upon the rarity of the cards. In some 
instances, there has been a crossover between trading cards and 
board games; and in at least one case, as disclosed in U.S. 
Patent No. 5,411,259, which is owned by the assignee of the 
present invention, trading cards have been used as the 
informational basis for a sports -based video game in which each 
player selects a team based on the trading cards they possess. 
Information concerning the player featured on each of the cards 
used in the game is provided to the software control system and 
the game is then played, using the performance information on the 
selected cards . 

Hence, trading cards have not only inherent value when 
considered as individual cards, or as part of a collection, but 
also can be used as a part of a video game, in particular a video 
game which involves a set of characters selected by each player 
in turn. 

However, it is understood that there are significant 
limitations on such known systems. For instance, there are 
limitations on the use of trading cards in the video game. 
Further, in some games, it is important to be able to 
authenticate the ownership of the trading cards prior to starting 
the game, as well as a desire to be able to register the trading 
cards with a central organization, so that the cards may be 
readily bought and sold, even during the playing of the game, 
which would add to the players' ability to affect the game being 
played. Current systems do not have such capability. 

There is also the desire to expand the trading card 
concept into games beyond sports and individual players into 
fantasy and/or adventure games . It would in some cases be 
desirable to have the capability of affecting the rules and/or 
other conditions of the game during the playing of the game, as 
well as the capability of affecting the abilities and 
characteristics of the characters actually in the game, such as 
by the possession or acquisition and subsequent playing of 
selected additional trading cards. In such an instance, the core 
value or features of the game remain, but certain aspects thereof 
are enhanced . 



Still further, in some cases, it is desirable to 
maintain trading cards used in a game in a "mint" or even 
uncirculated condition, either by the player or by another 
entity, so that the value of the card is maintained even though 
the card is used to play the game. In general, it is desirable 
to expand the ability, flexibility and use of trading cards in 
the video game context . 

Disclosure of the Invention 

Accordingly, the present invention is a video game 
system using trading cards, comprising: an electronic game 
system for use with a video screen for displaying the playing of 
a video game featuring characters on trading cards, the 
characters having associated character information, including 
characteristics which define the playing of the game, the 
electronic game system including a control system for carrying 
out the video game and controlling the display on the screen in 
accordance with a stored software program and in accordance with 
the character information associated with the trading cards 
selected by the players of the game for use in the game; trading 
cards having characters indicated thereon for playing the video 
game; means for identifying the trading cards selected by players 
for playing the video game; means for connecting the electronic 
game system to a website through a global computer network; and 
means for verifying that the players have the right to use the 
selected trading cards in the playing of the video game, wherein 
the website stores information associated with the characters in 
said trading cards and downloads said information to the video 
game control system, after the trading cards have been identified 
and verified, for playing of the video game. 

Brief Description of the Drawings 

Figure 1 is a block diagram showing the basic 
components of the system of the present invention. 

Figure 2 is a flowchart showing the sequence of 
operations of the system of the present invention. 
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Best Mode for Carrying Out the Invention 

The video game system of the present invention, 
referred to generally at 10, includes a video game player 12 
which includes video game software 13, hereinafter referred to 
5 simply as a software control system or sometimes just control 
system. The video game player 12 will include a "thin" server, 
such as a PDA, for connection to the internet. The control 
system 13 is not discussed in detail, since it is conventional, 
i.e. similar control systems for various video games are well 
10 known. The system of the present invention will in fact utilize 
existing video game software, enhanced so as to permit the use of 
trading cards. Control system 13 controls and maintains the 
display of the game as it is being played on a monitor, such as a 
"'^ conventional television monitor 14 . In the operation of the 

IP 15 present system, monitor 14 will display the individual trading 
*Jj cards to be used in a particular game, as well as displaying the 

O game as it is carried out with the information associated with 

r/j the characters selected by the individual players and provided in 

si the form of trading cards owned/controlled by the players. 

^20 As indicated above, video game player 12 with software 

Iti control system 13 is connectable to the internet, via a server 

is 

16. The video game player 12 can be a computer, a hand-held 
O portable device such as a PDA or even a cell phone. The server 

16 with its included browser will be able to connect to the 
25 internet and locate a system website 18, which plays a 

significant role in the system of the present invention. 

Briefly, website 18 in one embodiment includes a database which 
. contains all of the information concerning the characteristics 

and abilities associated with each playing card character, as 
3 0 well as information concerning other playing cards used in the 

game; the information in the website database can be downloaded 

to the software control system. 

While the software control system to run the game is 

shown separately at 13 in Figure 1, the software could also be 
35 present at the website 18 itself. Also, while monitor 14 is 

shown separate from the game player 12, display 14 could be a 

computer display, a cell phone display or other portable device 
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with a screen. Such a device would include a server with a 
browser ability to reach website 18. 

Website 18 can be accessed by a player for a variety 
of functions associated with the trading cards, apart from the 
5 playing of the game, including registration of the trading cards, 
selling, purchasing and renting additional trading cards on-line, 
and verifying ownership of the cards selected by a player for a 
game. With respect to the game itself, besides downloading data 
about individual characters, website 18 can alter the rules and 
10 other characteristics of the game through the use of specialty 
game cards played during the game . Other functions of the 
website are discussed below and/or can be ascertained by one of 
ordinary skill in the art. More than one website may be involved 

kg and accessed by the players relative to the game and/or the 

:J: 15 trading cards . 

ifj The embodiment of the present invention shown in 

Id. Figure 1 also includes a card scanner 22, the output of which is 

N! applied to the video game player 12. The purpose of scanner 22 

'L. is to identify the particular cards selected by the players for 

ijy 20 the playing of the game. The information from scanner 22 will be 

provided to website 18 server by the video game software control 
O system 13. When the website server verifies ownership of the 

^ card, information about the character represented on the scanned 

trading card is downloaded from the website database to the 

2 5 control system 13 , where it is stored for playing the game. 

Scanner 22 could be separate as shown or could be built into the 
video game player 12, such as a miniature bar code scanner. 

In some cases, there may be no need for a scanner 
per se. The trading card to be identified could include a smart 

3 0 chip (updateable) which powers up in response to a signal from 

the game player 12 . The smart chip then transmits the identity 
of the card to the game player. The trading card could also be a 
CD-ROM card which could be read by a CD player in the game player 
12 . 

35 Figure 1 also shows two control elements 24 and 26 

which permit individual players to control the game, through the 
game player 12. The control elements 24 and 26 are conventional 



video game controls. It should be understood, however, that a 
large number of players for a game are possible, particularly 
through the internet connection where players could be in 
separate locations . The display could be the same on the screens 
of all the players or it could be different for each player 
(displaying only the player's cards) depending on the particular 
game being played. 

A central part of the overall system of the present 
invention are the individual trading cards used in the game. An 
individual trading card, referred to generally at 30, will 
typically identify a particular character in a selected video 
game- It should be understood that all video games, whether they 
be fantasy/adventure or sports -based or for some other subject 
matter, are appropriate for use in the system of the present 
invention, as long as the games include individual characters and 
are appropriately modified to accommodate trading card media. 
The individual characters in the game are set forth on trading 
cards, which have separate utility and are produced, distributed 
and exchanged separate from the video game itself. 

The trading cards can be obtained by the players in 
various ways. Actual cards themselves can be purchased or 
traded; cards can be obtained from other sources, such as 
magazines or food boxes, where the game developer could place 
them. Advertisers or the trading card provider could also place 
the cards or make them available in various ways to the public. 
The cards further could be facsimiles of real cards, including 
electronic facsimiles. 

The trading cards, represented in Figure 1 by trading 
cards 30-30, will typically have a picture or other 
representation of the character on the card, as well as 
information concerning the particular abilities and 
characteristics of the character, including the power and 
authority of the particular card in various circumstances 
relative to other characters of the game. This information can 
be on the card itself, or an identifier can be used on the card, 
which when transmitted to website 18 will result in website 18 
downloading the relevant information from its database to the 



software control system 13 . Both arrangements work 

satisfactorily in the present system. 

The information on the cards can vary widely, but 
typically will feature a characteristic which is related to the 
playing of the game and which affects the manner in which, the 
game is played. In addition to the "character" cards, other 
cards can be used. These include various specialty cards which 
when played can affect the abilities of various characters in the 
game, either enhancing the capability of one of the player's 
characters or reducing an opponent's character, or affecting 
other factors concerning circumstances of the game, or even the 
rules of the game. These specialty cards could also include 
product cards which affect the operation of selected aspects of 
the game. For instance, a gasoline (or other fuel) card could 
improve (or decrease) the performance of selected vehicles in the 
game . 

The specialty cards are just like the character cards, 
except they affect the overall game itself, or a machine used in 
the game, or the characters in the game. Besides enhancing the 
performance of desired characters or decreasing performance of 
opponent's characters, the specialty cards could add special 
tools, weapons or other equipment, such as vehicles, which would 
aid the player's characters in the playing of the game. The 
product cards could also be such as to affect use of the tools, 
weapons and vehicles, etc. All the "specialty" information can 
be provided either on the card itself or can be downloaded from 
the website database in response to an identifying symbol on the 
specialty card. 

The trading cards are identified by a unique indicia 
32, such as a bar code. The bar code could be on the card 
itself, or on a case which holds and protects the card. The code 
identifies the card. The bar code could be placed on the card 
during the manufacturing process or at a later date or the code 
could be placed on the case/container during the manufacturing 
process or at a later date after the manufacture of the card. 
The case could be a hard container or a flexible, see -through 
plastic holder. The card character information could also be 
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provided on the clear container. The indicia is used to identify 
and verify the cards prior to playing of the game, as explained 
in more detail below. 

A significant feature of the system of the present 
invention involves the ability of the system to access a website 
18 for information concerning the various trading cards, as well 
as various on-line functions involving the trading cards. As 
indicated above, the software control system 13 could be at the 
website 18 as well. New trading cards for a particular video 
game that are purchased from authorized dealers or a factory 
source may be registered as mint or "uncirculated" and stored, 
i.e. vaulted, by the dealer or factory. This can be done through 
website 18 or the website of a dealer or the factory. The 
purchaser of the trading card receives rights to use an 
electronic facsimile, or similar replica, of the actual purchased 
card for playing the video game, as well as the right to display 
the replica card in collections and the like. The actual 
uncirculated card can be sold, traded or loaned through the 
website facility. 

Collectors of trading cards can also have their 
existing cards graded and certified by authorized dealers. The 
dealers can obtain appropriate code information for individual 
cards from the website 18. This information is then provided to 
the website 18 . The owner may retain physical possession of the 
card or elect to have it stored by an authorized dealer. A 
facsimile or replica can be used in the playing of the game, just 
as for mint or uncirculated cards. The original card could be 
used in the card case/container. 

There could also be premier or special editions of 
trading cards for games in which a limited number of cards (or 
even a single card) could be produced for each character in the 
game. Such a card would include a unique identifying number or 
feature. The card would then be registered to the actual owner 
at website 18. Various means could be used, including a PIN 
number or a fingerprint, to identify the owner of the card. 
Registration of the card at website 18 would ensure against 
counterfeit cards and protect the purchaser's investment. 



Collectors may also have their trading cards 
registered by an authorized dealer or may register the cards 
themselves by entering an identification number that has been 
provided by the card manufacturer or an authorized dealer. This 
again can be done through website 18. In each case, the owner of 
the card will receive the right to use a facsimile or replica of 
the actual card for playing of the video game. The owner can 
retain possession of the real card or have it stored by a factory 
or authorized dealer. 

With such a system of validation and registration 
available through the website, registered cards can be 
conveniently selected for a portfolio of cards which can be 
readily valued and made available for sale. Individual cards in 
a particular portfolio may also be sold or traded on-line. 
Stored (vaulted) cards in uncirculated condition which are sold 
or traded may be delivered physically to the new owner or the 
change in ownership can be carried out through the registration 
process . 

Registered cards can also be made available for 
temporary use, such as during a game, without change of ownership 
of the cards. Cards can be made available through the website, 
even during the playing of a particular game, as will be 
discussed hereinafter. In addition to the individual cards, 
various series or collections of cards may be used and/or 
acquired in the same way that individual cards are used, in 
accordance with the rules of each video game. 

Users/players furthermore may make their collections 
available on-line -for private viewing or even make them available 
to the public. 

Hence, the system of the present invention 
accommodates a wide variety of features concerning various 
aspects- of the use of trading cards, in addition to use of 
trading cards in playing a video game. The features not only 
enhance the value of the individual cards such as through 
registration and/or vault/storage, but facilitate a trading 
market for the cards, as well as increasing the overall 
flexibility, complexity and enjoyment of the video game. 
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Figure 2 shows in general the operational steps of the 
system of the present invention used for playing the video game 
with the trading cards. Initially, the video game software goes 
through its conventional start-up routine, as shown in block 40. 
5 The individual players in the game select particular cards from 
their existing collection of trading cards for the particular 
video game to be played. The number of players may vary widely 
from one to several, to perhaps thousands on the web, depending 
on the particular video game. Each of the cards selected by a 
10 player for the game must in fact be owned by the player or the 
player must have the right to use the card. In some games, a 
large number of cards, in fact several hundred, are possible, 
i=j although only a selected number of cards can be used in playing 

;S the game. While typically each card used in starting the game 

fjl 15 will, be identified, it is possible in some cases that a single 
; y identification and verification of ownership will be used for a 

m portion or even all of one team or group of cards. 

Thus , selection of particular cards , with each 
Q character card having unique abilities and characteristics for 

;f= 20 the game and relative to the other characters, and the total 
iji number of cards in the player's collection, are both important 

y parts of success of the playing of the game. Obviously, the more 

= complete the collection of cards a particular player has, the 

more varied the possibilities there are for the individual player 
25 in the selection of characters to start the game. The step of 
selecting the cards by the player to start the game is shown in 
block 42. 

The individual player may have physical possession of 
the actual card or, as explained above, the card may be a replica 

30 or facsimile of the actual card, which is either stored by the 
user (so as not to use the actual card) or stored by some other 
entity such as an authorized dealer or the factory. The card 
could also be in a case or container to protect the card. 

The individual cards or facsimiles which are used to 

35 begin play are then scanned, as shown in block 44. As explained 
above, the scanner may be a separate unit or may be a part of 
another portion of the system. In some cases, scanning is not 



necessary, as an indicia on the card or its container can simply 
be entered by the player along with a PIN number identifying the 
player . 

With this information, the system can identify the 
card and verify ownership of the card by the player, two key 
aspects of the overall game. When a scanner is used and the 
individual cards have been scanned, information obtained from the 
scanning process, such as an identifying code, is provided to the 
website 18, which will first verify ownership of the scanned card 
in the player selecting the card, and then will download data 
from the website database concerning the scanned card into the 
software control system 13, as indicated at block 46. 

The downloaded data includes all of the 
characteristics and other information associated with the scanned 
card, whether it be for a character or special effects or other 
card, such as those affecting the rules or circumstances of the 
game or those affecting a machine or other aspect of the_ game. 
The scanning of the card also can be used to automatically 
produce a registration at the website 18 of a previously 
unregistered card, as shown in block 48. For instance, if a 
particular card has just been purchased by a player, or for some 
other reason has not been previously registered, registration can 
occur either at a prior request of the player or automatically 
when the card is first used in a game. 

In a game which does not include website 18 or the 
internet, all of the information about the character, etc. which 
is the subject of the card is contained on the card, or 
alternatively, accessed in local memory by the pin number on the 
card. This information is directed to memory associated with the 
software control system to play the game. 

At this point, after the cards selected by the players 
have all been identified and ownership verified and the 
information associated with the cards has been provided to the 
control system' 13, the selected cards are displayed on the 
monitor 14, as shown at block 50, in accordance with the rules of 
the game. At this point, the players may be aware of some of the 
cards selected by their competitors. Other cards may remain 
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hidden from competitor's view. This will be the case where the 
game is played via the internet. There is at this point in the 
game an opportunity for individual players to acquire additional 
or substitute cards for the game, either from their own 
collection or through some other source, such as a purchase or 
trade through website 18 or other source, from which new cards 
can be purchased, traded for or temporary use rights obtained. 
The opportunity to obtain additional cards gives each player the 
capability to combat the characters, products, etc. of the 
opposing players. Again, the internet aspect provides the 
flexibility for the trading card video game to be played in a 
unique and dynamic manner. The acquisition of additional cards 
is shown at block 52, while the internet functions concerning 
trade, purchase or obtaining temporary use of selected cards are 
shown at block 54 . 

The actual game is then started, as shown at block 56, 
and played in accordance with the rules for the video game 
established in the software control system. After the game has 
begun, additional cards can again be selected by each player. 
The additional cards can add or subtract characters, or they can 
be specialty cards to change the abilities of the characters 
already in the game, or to change the playing conditions or rules 
of the game. This is shown at block 60. 

The additional cards are scanned at block 62, just 
like for block 44, and information downloaded online, as shown at 
block 64. The software control system then changes the overall 
characteristics of the characters, other aspects of the game 
and/or the video game rules accordingly and the playing of the 
game continues, as shown at block 68. This process loops back on 
itself during the game as the game continues. When the game is 
completed, an end-game routine occurs, as shown in block 70. The 
results of the game and/or the cards used in the game can then be 
saved for future use or awarding of prizes or benefits. This is 
shown at block 72. 

Hence, a' trading card/video game system has been 
disclosed which includes an internet website capability for not 
only enhancing the overall game through its information and 
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control capability, but also increases the value and 
marketability of the individual cards used in the game, such as 
through registration and a transactional capability. 

Although a preferred embodiment of the invention has 
5 been disclosed here for purposes of illustration, it should be 
understood that various changes, modifications and substitutions 
may be incorporated in the preferred embodiment without departing 
from the spirit of the invention, which is defined by the claims 
which follow. 
10 What is claimed is: 




